In this work, we first describe the teaching method applied in two degrees (GAM and GAE) taught at ERAM, a school attached to the Universitat de Girona. We then discuss the particular characteristics of the group and individual final degree projects. Below we list the transmedia projects produced by the students during the period 2013-2017 in different areas (fiction, nonfiction and business), and choose a representative case study from each of these three areas. This makes it possible to determine a set of methodological implementations and innovations, both formal and in terms of contents, which we discuss in the present work.
Introduction
The University School ERAM is a centre attached to the Universitat de Girona that has been committed since 2013 to expanding audiovisual projects through transmedia narrative. After completing three initial courses that combine audiovisual and multimedia theory and practice, in the fourth and final year of the Degree in Audiovisual and Multimedia (GAM), the students must develop two final degree projects: one in a group and one individual. During the first semester of the fourth year, all the subjects are related and interconnected to foster this aim. The students are then asked to think of, design and develop in groups a transmedia project of fiction, non-fiction, a transmedia company or other related format.
In this paper, we first discuss using digital technology in classrooms and especially using practical projects to stimulate learning. Secondly, we describe the teaching methodology employed at ERAM, the particular education philosophy applied in two degrees (GAM and GAE) and the features of the final group and individual works. In the second part of the article, we describe the group transmedia projects developed during the period 2013-2017 and analyse three proposals as case studies: 2puntllibre (2013), Animal Hero (2015) and Lia (2017). The aim of this paper is to illustrate the importance of practical work in audiovisual and multimedia studies and of collaboration between different roles to produce multimodal and interactive narratives.
Using technology in the classroom and for developing projects
In recent years, several experts and studies have highlighted the growing importance of including technology in the current education systems to promote new skills in students, enhance their abilities and prepare them for the global economy and information society (Haddad and Draxler, 2002; Kozma, 2005) . In this work, we consider it important to give an introduction to obtaining digital skills in the classroom, since many of the ERAM subjects use the new digital technologies as tools for mediation and representation, and the expression of these subjects and the use of these tools, which are translated into ambitious transmedia projects, are managed from complex technological platforms and supports.
According to Pérez Tornero (2009), the development and use of ICT has led the European Union to promote media literacy inside and outside the classroom and stimulate the creative and critical skills of citizens in relation to communication media.
Consequently, one of the priority areas of the 'Strategic Framework for Education and Training 2020' is the promotion of creativity and innovation through the use of new ICT tools as well as teacher training (Eurydice, European Commission, 2011).
In this regard, the European Union has for some years made a major effort to promote connectivity in the classroom and give young people access to new technologies (European Commission, 2007) . In 2010, the European Commission adopted a new Digital Agenda for Europe (European Commission, 2010) aimed at maximizing the social and economic potential of ICTs, which required the development of high-level ICT skills, including digital and media literacy (Eurydice, European Commission, 2011). To this we need to add numerous national policies that reinforced this strategy and provide many European countries with the tools and training necessary for providing young people with digital literacy.
According to Cobo and Moravec (2011), one of the examples that has managed to break the traditional higher-education model is the university model called peer-to-peer (P2PU), which incorporates principles of collective intelligence adopted by Wikipedia and free software 2.0 and takes them to the field of education. This initiative proposes a university in a global environment that offers open contents, short courses of a few weeks and project-based learning programs with contents related to the technologies and demands of the industrial sector.
In this experimental context, and according with Torres Menárguez (2016), Minerva (United States), Kaospilot (Denmark) and Hyper Island (Sweden) are some examples of universities that apply alternative teaching methods. They base their methodologies on trial and error processes and on the students' own experience. In the case of Minerva, lectures are considered ineffective as they believe that it is not easy for students to internalize concepts explained as unidirectional messages transmitted by the teacher. Instead, they encourage discussions and debate on a subject, application of concepts in practical work, comments on results with other students, evaluation with hands-on projects and questionnaires that are automatically corrected in an online platform designed to promote interaction between teachers and students. To all this we must add the mobility of the students: during the first year they live in a residence in San Francisco, but from the second year on the geographical location changes and they move to Buenos Aires and Berlin; in the third, to Bangalore and Seoul; and in the fourth, to Istanbul and London. Getting to know a new country, language and culture could be essential in these new models (Torres Menárguez, 2016).
Kaospilot can be considered an innovative school somewhere between design and business, with a methodology aimed at promoting leadership and entrepreneurship. Inaugurated in 1991 in Aarhus, Denmark, sixteen years after it began, Businessweek magazine referred to it as one of the best design schools in the world. Four years later, Fast Company included it in the top ten schools in the world within the start-up ecosystem, that is, emerging technology-based companies. The minimum age to apply for a place at the university is twenty-one, and values and interests are valued over the grading system. Its model prioritizes practice, then reflection, and lastly theory (Torres Menárguez, 2016).
Finally, Hyper Island (Sweden) is a project housed in a former prison on the Swedish island of Stumholmen. Students are aged between nineteen and sixty. Communication and digital design are the backbone of learning at this university, which offers specializations such as art director for interactive media, creative mobile technology and digital company expert. The teachers, who are called 'facilitators', are active professionals in companies that are leaders in emerging trends, such as Spotify. In this program, everything moves to the rhythm of the industry, in a simulation of a real professional scenario (Torres Menárguez, 2016).
Several of these models and premises are also applied at ERAM, as we will analyse below (work and assessment with practical projects, mobility of students, an environment close to the professional field, interests and motivation of students, etc.).
The ERAM School
Located in the Coma Cros de Salt (Girona) Cultural Facilities, the ERAM University School (EU ERAM) is a centre for interdisciplinary studies attached to the Universitat de Girona and linked to communication studies and the arts. It is committed to transdisciplinary and creative training oriented towards the professional world. There are two official degrees taught at the centre with a unique curriculum, the Degree in Audiovisual and Multimedia (GAM) and the Degree in Performing Arts (GAE), as well as different diplomas and specialization courses.
The centre, a pioneer in Girona in audiovisual, multimedia and design studies, is integrated into the social and industrial fabric that surrounds it, leading the sectors for which it educates students.
The teaching team, made up of doctors, graduates and specialized professionals, comes from different fields related to audiovisual communication, culture, art, music, journalism, cinema, television, design, advertising, multimedia and history. The team works with an open and integrated understanding of knowledge to generate a creative and personalized learning space conducive to the personal and professional growth of all the students of ERAM. The school's main differential factors can be summarized in the following points:
Differential factor Justification
Quality of teaching GAM and GAE are official university studies that meet all the standards established by AQU Catalunya (Agency for the Quality of the University System of Catalonia) and, therefore, are recognized degrees in Europe.
Creativity
The curriculum of the Degree in Audiovisual and Multimedia (GAM) has twenty credits (two hundred hours) of creativity subjects.
Innovation
The school is a pioneer in multidisciplinary education in the audiovisual and multimedia field. In addition, it stands out as the only school in Catalonia that teaches GAE studies (performing arts and scenic creation) in an official university setting.
Professionalism Both GAM and GAE are studies orientated towards the professional world. Practical and theoretical subjects are taught simultaneously from the very first course.
Transversality
Since its beginning the school has been committed to holistic teaching founded in multidisciplinarity. The GAM curriculum is based on several interrelated subjects (transversality).
Proximity
Students are offered not only the infrastructures and the appropriate teaching staff, but also close, familiar and personalized treatment.
Work placement
The studies are directed towards the maximum employability of the students. This is demonstrated in the latest survey carried out by AQU Catalunya: 100% of the students who have completed the Degree in Audiovisual and Multimedia (GAM) are currently employed.
International alliances
The school has made a strategic commitment to internationalization. It has made international agreements so that the students can benefit from the European Erasmus programs, and the school offers the opportunity of taking a double degree (top-up) at a foreign university.
Figure 1. Differential factors at ERAM School
Once students have completed the Degree in Audiovisual and Multimedia, they are offered the opportunity to go directly into the third year of various bachelor degrees in England, and thus obtain a second official qualification in the specialization they wish. Based on the premise that internationalization empowers students to find better jobs and salaries, we have worked to offer new graduates the option of a fifth year (4 + 1) at different English universities.
The following is a summary of the specific profiles offered by GAM: The GAM Audiovisual Degree offers a practical approach to students from the very first year. This differentiates it from other Communication Degrees, which generally have more theoretical and transversal content with journalism. In addition, thanks to this intensive technical training, in the last year the students develop two final degree projects, one group project and one individual project, as well as attending complementary seminars, internships or professional work outside the centre.
During the first semester of the fourth year (September-February), students think of, design and develop a transmedia project of fiction, non-fiction, a transmedia company or another format. Groups consist of 6-8 students who work together following a model that is very like the professional model. There are supervisors for each area from a group of seven teachers who ensure the feasibility and quality of the projects which are developed in a very short time period. Honey and Mumford (1986 and 1992) have found that students show a combination of four learning styles: a) Activists: people who manifest an active style participate and commit fully and without prejudice to new experiences. They grow in the face of challenges and get bored with tasks that take a long time. They are people who enjoy being in a group, who get involved in the affairs of others and focus all activities around them. b) Reflectors: these students also learn from new experiences but do not like being directly involved in them. They gather data and analyse them carefully before reaching any conclusions. They enjoy observing the performance of others, listening to them, but they do not intervene until they fully understand the situation. c) Theorists: theoretical students learn best when the things that are taught are part of a system, model, theory or concept. They like to analyse and synthesize. For them, logical is synonymous to good. d) Pragmatists: for these students, the key lies in the practical application of ideas. They discover the positive aspects of new ideas and take the first opportunity to experience them. They tend to be impatient when there are people who theorize.
The student groups formed to carry out the final transmedia group work cover these four styles, which allows considerable interaction and flow between the different departments. Ultimately, this structure makes it possible to form and manage multidisciplinary groups of 15-20 people, including students, teachers and professionals. The following formula is used:
a) Groups of 6-8 students are formed in which each student chooses a certain profile. These profiles are divided into two main areas:
Audiovisual The result shown in the table above indicates a predominance of fiction in student preferences (with a total of 10 projects), 4 nonfiction projects, 4 transmedia companies and 1 magazine (other related formats). In the following table, we will analyze the theme of each project and in what supports and platforms its content is diversified.
Description
Platforms developed 2Puntllibre. This project is halfway between an alternate reality game (ARG) and a transmedia narrative. As a starting point, this type of narrative consists of fragmenting a story and reproducing it in different supports, with the idea of linking, in this case, literature and technology. The project starts from a short story that takes place in the city of Girona. Each literary content was transmitted to multiple platforms: audiovisual, illustration, interactive application, sound imaginary, performance, drawing, photography, website and comic.
-Website -ARG -Videos -Social networks Ciao Mamma. This project is a renovation of the magazine Ciao Mamma, that ERAM originally developed. The magazine's lack of popularity among the ERAM students made it necessary to renovate it, which is what this team of students did.
-Online magazine -Promotional videos -Social networks Pato Mareado. Juan Leon, founder and owner of Pato Mareado BCN (Dizzy Duck Barcelona), got in touch with the creative studio Quagga (ERAM student group), with the aim of boosting the brand and improving the product sales. The main idea of the brand is to sell T-shirts that have fun, colourful illustrations with an underlying criticism on the current world situation.
-Corporate website -Online shop -Promotional videos (spots) -Application for mobiles and tablets Un buen hombre. (A Good Man) When David finds some very important documents from the pharmaceutical laboratories where he works, he must face the moral dilemma of incriminating the company by bringing the documents to light or returning to the company in order to save his family. His decision will directly affect his life and the people around him. Starting from an audiovisual short film, the project expands to the web and other formats.
-Short film -Website -Social networks Dirty Dishes. Carol should have come home three days ago. After trying to contact her and realising she is missing, her father decides to go out and look for her to help the police. Starting from an audiovisual short film, the project expands to the web and other formats; It also proposes some innovative formats, such as a soundscape.
-Short film -Website -Soundscape -Social networks Infectio. Transmedia fiction in a post-apocalyptic scenario where survivors of a nuclear crisis must adapt to the new situation.
-Short film -Website -Comic -Social networks
La sopa boba. Transmedia fiction about a family in which the son neither works nor studies (he is, what is known in Spain as, a nini). Everything comes -Short film -Website
to a head at an extremely tense family dinner.
-App -Social networks Això nostre. Transmedia documentary about the values of rural schools, focused on the specific case of the town of Osor (Girona).
-Webdoc -Exposition -Social networks Animal Hero. Educational transmedia documentary to stimulate skills in children with Down syndrome.
-Videogame Kinekt -App -Website -Documentary -Interactive doc -Social networks Mevent. A company that promotes other companies in an original, alternative way. First an event is held that is appropriate for the company that is being promoted. In this event, people in groups can win a prize that the company provides. This reinforces the company's brand territory and branding. -Web series -Website -Social networks Antítesis. The main element of this project is a fictional short film that tells the story of Nico, a child who alters and distorts his reality due to his obsession with superheroes. This obsession causes him to behave violently and aggressively towards his father, who he finally attacks because of a mistake. A short fiction film shows the origins of an anti-hero in an expanded narrative that includes various media and platforms.
-Short film -Website -Videogame -Comic -Performance -Social networks Aire fresco. Transmedia project that combines audiovisual and multimedia arts so that the viewer can enjoy a complete, interactive experience, and enter fully into a fictional world. The pillar of the project is an audiovisual piece, a short film that tells the story of a family's journey from the city to the countryside. The main reason for the trip is to take Isabel, the grandmother, back to her home town, although the family takes the opportunity to spend a few days together. Each family member does whatever they want. It is clear that they are not a very close family and this trip seems to be an opportunity to reinforce the few family ties that do exist. But the trip doesn't go as expected. The personality of each family member and the long hours of the trip lead to a change of plans sooner than expected.
-Short film -Website -Videogame -Social networks Lia. LIA spend her live locked herself in order not to face complicated life situations. A call will change everything, forcing her to leave the bathroom.
-Short film -Website -Social networks -Comic -App Imego. IMEGO is a service company that provides customer techniques to affect the labor market effectively.
-Website -Social networks -Audiovisual/ Interactive videocurriculums Lata de sardinas. Transmedia documentary that reflects about the relation between species and questions the consequences of human superiority over others.
-Documentary -Website -Social networks -Comics -App -Game -Videos Ningun nombre. The action takes place in the middle of a forest and narrates the situation of a man who is burying the corpse of the killer of his son. The audiovisual work is characterized by a strong emotional content and incorporate controversial issues related to morality and ethics.
-Short film -Website -Social networks -Game Figure 6 . Table with the project descriptions and the platforms developed
2punt llibre. Transmedia company case study
The idea for the 2puntllibre project was born in the GAM 3rd-year subject 'Multimedia script' and was carried out in the 4th year of the degree. The foundations of the project are based on fragmenting the story and reproducing it in different supports, with the idea of linking literature and technology. The project starts from a short story that takes place in the city of Girona. Each literary content was then translated into multiple platforms: audiovisual, illustration, interactive application, imaginary sound, performance, drawing, photography, website and comic. The second phase of this project consisted in creating a business plan and setting up a company dedicated to ARG formats and content gamification. Thus, 'Fracktale' was born, a company that creates customized advertising campaigns characterized by using different media and technological platforms that complement each other to tell a story related to the contracting company. Figure 8 . 'Fracktale' company logotype Although it did not come to fruition, one of the proposals that arrived to 'Fracktale' was a project called '17', which intended to use transmedia narrative to expand the brands of 17 small Spanish cities. This case study illustrates how a transmedia company can be created: firstly, by designing an initial project; then, generating a business plan; next, establishing itself as a legal company; and finally looking for its first customers.
Animal Hero. Transmedia nonfiction case study
Animal Hero illustrates the ceaseless work of five students who had a very clear objective: to create a nonfiction narrative to help children with down syndrome. This project was also conceived in the 3rd year and developed in the 4 th year of the degree (2015); however, the team continues to work on the project today after 4 years of hard work. This project has received several awards and recognitions. Although they finished their degree a few years ago, the interesting thing is that the group has not dissolved and has in fact incorporated students from other degrees (the case of Aniol Batallé, a video game student at ENTI-University of Barcelona). A group of teachers also continues to help in mentoring this project.
Lia. Transmedia fiction case study
After some previous outstanding fiction projects, Lia is a recent project produced in the 4th year of the degree. This transmedia fiction project centres around a technically impeccable short film about a girl's fears and how she shelters herself in her bathtub. This work received the prestigious 'Laus Award', and therefore this group of students now face the professional world with a very valuable project as part of their university curriculum. Figure 11 . Lia project website This is another objective of the students producing this type of project: to create the possibility that the students generate a significant and unique work that can be used to obtain jobs in the future.
Assessment
The assessment system for these kinds of projects is complex and difficult to regulate. Therefore, each year it is changed and adjusted depending on the types of groups and projects there are. Broadly speaking, the following is the continuous assessment process for these projects: a) Normally, at the beginning of the course, each teacher gives three or four classes on their subject, introducing the subject and explaining the methodology to be followed. It is very important to show work from previous years in this introduction and explain in detail the dynamics that were established in previous years. Attendance can be recorded if considered necessary, both in the classes with the entire group and tutorials. b) From this point, the teacher negotiates the tutorial dynamics with the students: time devoted to the different aspects, compulsory attendance of the entire group or a part of it, key items, delegating duties and work, etc. The teacher of each area should write weekly indications of the work requested in each tutorial, depending on each student's profile. It is important to assign specific tasks to all team members based on their specific role in the project. c) Teachers discuss the progress of each group and the individual performance of each student in monthly meetings. Based on these indicators, adjustments are made in real time to support projects that are not being carried out in accordance with the initial planning. One of the most critical issues is to ensure that all projects are developed within the established time (as so many processes and follow-ups are involved). d) For the final evaluation, the information and weekly monitoring of each teacher (1st grade) has to be added to the final grade given to the project, which is one grade given to the whole group, and is awarded based on the quality of the transmedia project and the group report (2nd grade). e) Finally, once the course is finished, it is compulsory to carry out an individual peer assessment. This activity involves filling out a form in which the specific skills of other members of the group are evaluated. This individual document is essential because it allows the teacher-tutor to detect issues that have been invisible to them for various reasons, especially as they have to teach between 4 and 6 groups of 6-8 people for a relatively long period of time.
f) Each teacher assigns a percentage out of 100 to each of these parts of the assessment (individual work, group project grade and peer assessment). The grade for the individual work and peer assessment is decided by each teacher, but the grade given to the group project is decided together. Some teachers reserve 10% of the final grade to assess the attendance at classes or tutorials, or they use it as recognition for certain students for their participation in discussions or group leadership capacities (or other indicators).
Awards
Although the methodology detailed here still needs to be refined and adjusted, there are positive indications of the acceptance and quality of the projects both nationally and internationally, as well as of the work placement of graduates. In terms of professional work placement, statistics show that the skills obtained by ERAM graduates are necessary for most companies. Several reports show the very positive professional work placement possibilities of the GAM degree: according to the last two surveys about employment carried out by AQU Catalunya, 100% of GAM students surveyed are currently working. This study shows the high level of work placement and the quality of the studies.
Conclusions
As described and justified throughout this work, the University School ERAM has been committed for four years now to transmedia narrative based on audiovisual projects. The teaching method is innovative in terms of the following premises: a) groups formed by 6-8 students that work together according to a model that is very similar to the professional model; b) the student groups are joined by a team of teachers who act as supervisors for each area -coordination of the audiovisual area, coordination of the transmedia area, script, web design and development, editing, sound and postproduction -and who ensure the viability and quality of the projects; c) transversality with other subjects and courses is promoted; d) each team's needs are attended to in real time through regular weekly meetings between teachers; e) the school supports the presentation of the best projects at festivals and awards; and f) once the initial phase is completed, in some cases projects are continued through the ERAM Medialab, a spin-off of the school that aims to promote and refine certain chosen projects.
With the aim of improving this methodological proposal for future implementations, we plan to establish synergies with the Degree in Performing Arts (GAE) to introduce and enhance the fields of theatre, performance and installation in group projects, linking other departments and faculties of the Universitat de Girona in order to promote the production of multidisciplinary projects, develop projects commissioned directly by companies or projects that have a real application in companies, and generate spaces that are business incubators.
In the three case studies presented (and in others not described), it is clear how the construction of a project of this size is only the beginning of a larger project: in some cases, the project starts in the third year, it's developed in the fourth course and then the team continues to work on it to perfect it at other levels (visual, sound, code, languages, etc.). At the same time, a business plan is developed to turn the initiative into a real production company.
In short, the model proposed in the ERAM degree differs from other audiovisual and multimedia degrees taught in Spain as it applies a practical, project-based methodology involving multidisciplinary teams of 15-20 people, made up of students, teachers and professionals. All this directly affects the quality of the projects (as there is an expert supervisor for each area), the teamwork and collaboration, and the type of assessment and skills obtained by students at the end of the first half of the degree's fourth year.
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